




Gil sila erin lO govaded vin... 

Welcome to Issue 7 1. In this issue we have a 
new way to disseminate information to 
characters in an adventure, a new magic ring for 
the pyromaniac in all of us, and a collection of 
other items that could add a bit of flavor to any 
chronicle. 

There is also a discussion going on about 
religion in Middle-earth over at the forums. 
Some interesting points have already been 
made but feel free to add your two cents. 
( http://forums.halloffire.org/viewtopic.php? 

f=38&t=64 ) 
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Fan Flavour 

Minor T reasure Items 

by Thomas Gingras 


The Swan Brooch of Dol Amroth 

Crafted in the shape of a swan with outstretched wings this brooch 
signifies great distinction among the people of Dol Amroth, 

Originally intended as a military order, this brooch can now be 
awarded for service to the Prince of Dol Amroth or the people of 
Belfalas. This award is not hereditary and must be earned individually. 
Wearers of this brooch receive +2 renown bonus when met by someone of 
Amroth or those who know of his order. 


The Chieftain’s Buckle 

The establishment of the realms of exile incorporated many peoples under the rule of 
the Dunedain. Those who swore allegiance to the realms in exile were not only 
those who drew lineage from Numenor but also Middle-men as well. To the 
chieftains of these peoples and their native lords, it became customary for 
the Dunedain to award them a mark of office and sign of friendship among 
the Dunedain. This engraved silver belt buckle bore the likeness of a star 
shaped in the form of Numenor itself with a gem stone marking the 
height and location of Mendolinium, the holy mountain of Numenor. 
These buckles when worn by the leaders of Middle-men receive a +1 
Inspire bonus. 




/ 



The Rod of Law 

From out of the west not only came great structures and skills of crafting, 
but also of justice and law. Prior to the decay of Numenor, the judges of the 
people held iron rods when declaring their judgments. Many of these rods were 
also borne by the office-holders of the King in Middle-earth. Over the long 
history of these rods passed from office-holder to office-holder, they outlasted the 
kingdoms and offices from which they came. Occasionally one of these artifacts of Numenorean colonization 
can be found still in Middle-earth. Those Rods that were in the hands of the Dunedain provide to the bearer a 
+ 1 Intimidate while those of origin from the Black Numenoreans provide a +2 Intimidate. 


Leaf of the White Tree 

The history of the white tree of Gondor is long and several trees in the history of Gondor have served as the 
one symbol of the realm. From an early stage, the leaves of the tree were seen to be a symbol of the people of 
Gondor and in time, a symbol of freedom to all the peoples of the West. In times of old, they were gifted to 
people by the King of Gondor. The leaves of the tree were often pressed and placed in objects of beauty to be 
treasured by the receiver. In the long years when no tree in Gondor bloomed, they came to be treasured all the 
more by the loyal peoples of Gondor and the forces of the enemy took great delight in destroying and defiling 
them. While many have been lost, destroyed, or misplaced in the houses of the great over the years, some are 
still found among the lower less-noble peoples of Gondor. Possession of one is still held as a great honor and 
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distinction among the peoples and the bearer would find its value much higher than the jewelry or item that 
preserved it. 

Scarf of Ithilien 

The rangers of Ithilien in their secretive war against the agents of Mordor developed many 
items to help them in their war against the servants of Sauron. The nature of the conflict in 
the east required that the rangers be able to fight in both the wooded lands of central 
Ithilien, the dusty plains of Poros in Harondor, and the grasslands of northern Ithilien. 
These rough and varied terrains lead the Rangers to adopt the wearing of scarves. This 
tradition believed to be adopted from the people of Harondor was to prevent the dust 
and sand of the region from the faces of the rangers. They were then used as an alb 
purpose item, from head covering to bandage, to hasty pouch. In time, no Ranger of 
Ithilien would be seen without one. The scarves of Ithilien are woven by the women of 
the rangers according to the customs and traditions of old. As well as being of use for 
general purpose, it also adds a +1 to Hide and +1 to survival rolls. 


Horns of Gondor 

The wide wars of the kingdom of 
Gondor over their long years exposed the men of 
Gondor to many creatures and cultures in the 
history of their realm. Many of these customs 
were incorporated either into the common 
culture of the people or the military 
traditions of Gondor. One of such item is 
battle horns of Gondor, the most famous of 
which is the horn borne by the heir of the 
Steward of Gondor. These horns are made of great 
ivory tusks from the beasts of the south and are carved 
in a way to make distinctive pitches. The hearing of such horns by those 

who served in the army of Gondor, or possessing such lore, would be able to in many cases know from which 
unit the horn was assigned by tradition. The chief of which would be the Citadel Guard, and the distinctive 
horn of the Stewards. Other lesser horns are also known to other units of the Gondorian army and carried by 
their great chieftains and captains. Other than signaling which unit or Captain is calling, they provide a +1 
intimidate and +1 inspire. 

THE ANNUIGL 

The mithril star of the Rangers of the North is an ancient emblem of a long tradition and great treasure of the 
north. Throughout the history of the Kingdom of the North and its interregnum, the prestige attached to this 
symbol has not been decreased by those Dunedain who recognize it. The mithril pin in the shape of Numenor 
was worn as a badge of office for the Rangers of the North in times of great ceremony or when the Dunedain set 
out for war. Originally given as a distinction for courage in battle, after the fall of Arthedain they were given to 
identify those Dunedain who served the Chieftain as warriors and protectors of the realm as stewards until the 
kingdom could be re-established. Any person bearing an Annuigil would be recognized by the Rangers of the 
North and be known to them. The Annuigil provides +2 renown to the wearer to those who have been 
awarded the star and a -5 reaction to any who have not received one legitimately. 
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Arrows of the March 

The Dunedain have long protected the borders of the east from enemies coming from the mountains, the realm 
of Angmar, and the foul and fell beasts who descend from the mountains and broken lands- Through all this 
time the Dunedain by custom have crafted arrows to specific standards and traditions to serve those who 
guarded the eastern marches. These arrows of war are longer than those of hunting arrows and fletched with 
only the finest of feathers dyed to be the same silver color, with heads honed to be sharp and fly true. Arrows of 
the march provide the bowman with a +1 in damage and would be recognized by any warrior who served with 
the Dunedain in the eastern borders of Eriador. 

Chimes of Lindon 

To the Dunedain who lived upon the borders of the Elven realm of Lindon, it was long believed that the music 
of the elves lingered in the air and was reflected in the free flowing waters of the streams and tributaries of the 
Lhun. The Chimes of Lindon were crafted by metal workers of Lindon and through skill or proximity to the 
music of elves have produced the clear notes of chimes not duplicated elsewhere. Chimes of Lindon were gifted 
to Elrond and hung about the halls of Imladris. The sound of the chimes in the wind brings to all that hear 
them a quiet contemplative mood and the essence of peaceful evocative Elven music. Those in an appropriate 
setting who hear the Chimes of Lindon receive a +2 to Lore tests. 


Waterskins of the Wandering Companies 

The Wandering Companies of the Eles that travel the ways of Middle-earth to reach the Elven Havens cover 
great distances in their journey. Many of the miles of the trek are over difficult and dangerous ground, both 
filled with fell creatures and troubles as well as difficult and inhospitable terrain. These companies provide the 
protection and serve as guides to the elves wishing to depart Middle-earth. In order to assist them in their 
travels, many have been know to carry waterskins of specific Elven craft. Believed to have originally been made 
by the Wood-Elves of Ossiriand of long ago Beleriand in their patrols in the wastes of the north, the skins are 
now carried by the Wandering Companies. These waterskins, once filled in the havens of the Elves, will never 
go dry so long as some water is allowed to remain in them from the original source and left to stand overnight. 
However, once they are completely drained or filled with water other than coming from an Elven realm, they 
will cease to function. 
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Ring of Flame 

by Celebraen 


A simple ring created to aid those who must work close to fires, this band of silver cradles a small ruby within a 
golden flame. When worn near or in a fire, the ruby seems to glow with its own light. It's always comfortingly 
warm to the touch. 


The elf-smith who crafted the Ring of Flame loved to watch the dance of flames and the flickering shadows 
created by firelight. Lachanar felt that all items formed with the heat of the flames should reflect its beauty, 
that even something as simple as a pitchfork of forged iron could capture within it the tiniest bit of fire's 
essence. He sought to create a work of art that would do justice to the beauty of fire. He spent years designing 
the ring and searching for the perfect ruby as well as the other materials needed. Finally, in a single day and 
night of feverish work, the ring was completed. Lachanar held the ring in his hand and smiled at its perfection. 
Yet, he wondered, what should he do with such a wondrous item? Finally, he gave it to an Elf who he felt 
shared some of his appreciation for fire, half-hoping to increase that appreciation into something closer to his 
own admiration. The gift was passed down through that Elf s family until its then-owner was slain in a minor 
skirmish with Ores and the ring vanished. 

Into his ring, Lachanar placed the ability to cast three fire spells, Kindle Fire, Quench Fire, and Fireshaping . 
Anyone can cast them as if they were magicians; regular TNs and Weariness levels apply. The ring also grants 
the ability to be unburned by even the hottest fire; the wearer could walk through flames unharmed except for 
clothes being burnt off. However, the ring does kindle some of its creator's love for flame. The wearer finds 
himself drawn to fires, requiring Will rolls to resist in situations where going close to the flames might be 
inadvisable, such as an enemy's campfire. The Will TNs increase the longer the ring is worn; taking it off 
overnight or longer will reduce the TNs slightly. 


The ring would most likely have been taken by the strongest of the Ores involved in the skirmish, thus 
presenting characters with the possibility of an "Ore Sorcerer" who can control fires. Another idea might be 
having the characters' campsite draw the ring's wearer to their fire, a situation that might seem like a single 
Ore attacking the camp for no reason. If there is an Elf or two in the party, they might be asked to seek the 
ring by the heirs of the slain owner. 
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It’s All Optional 

Images From the Past 

by Micah A* Walles (Razor77) 


There are times in a chronicle that a narrator has information that needs to be conveyed to the characters, but 
there is not a good way of doing it. In some of these situations, things like a note left seem too contrived, and 
there is only so much information that a search or tracking test can give. For some of these situations what 
would be best is if the characters could feel or even possibly see what happened even if it took place many years 
before the characters arrived at where they are searching. Now having said this, it does not fit within the realm 
of Middle-earth for the characters to just decide that they need information and have it presented to them 
"magically." What could fit is to have the subtle magic of Middle-earth (under the complete control of the 
Narrator) present the characters with information of an event, most likely an event that enveloped one or 
more people of great inner power and where strong emotions were at play. 


How it Works 

This is completely up to you, the narrator, how you wish to use this. In most circumstances, there will be an 
item that would be the focus of these emotions. As a general rule of thumb, I would say that the item that is 
focus of the emotions can't be larger than the emotions. What I mean by this is that if all that is left is a simple 
emotion, that will most like not have the energy to inhabit anything other then a small, or even possibly a tiny 
item. If, however, the emotions strong and the people feeling them were great, then the focus could be as large 
as a section of a field, or a great room in someone's hall. The focus for such grand emotions may also be as 
small as a coin or pebble as well. 


In addition to size of the item that is the focus of the emotions, how much information that is given is also 
dependent on the strength of the emotions. If there is a very strong emotion, and the person touching the 
focus item has a strong enough Bearing (see below for more details), it might seem to them that they where 
transported back to the moment when the emotions where imprinted and see everything that happened 
around that emotions being imprinted. They would not be able to interact at all with the events, just silently 
observe. 


There are three possible ways that I have come up with to handle the time that passes as the character is 
viewing whatever has been imprinted on the item. The first, and simplest, is that once they touch the focus, 
all of the events unfold in an instant and no time appears to pass for those that may be accompanying the 
character. The second is that the character stops in whatever position they were in when the imprinted events 
start to unfold and stay in that position, silent and unmoving until the events are over. The last option is that 
while the events that are imprinted on the focus item are only viewable to the person touching it, their 
reaction to these events would be visible to any that accompanied them. These are but possible ways that a 
character might interact with a focus. If you as a narrator have another way that will server your story better, 
then by all means use it. Also don't feel that once you have picked how a focus interacts with a character, that 
is how all future events like this will work. This could very much be dependent on the focus and also possibly 
the character that is interacting with it. 


In the Game 

Depending on how strong the image that is left from whatever event occurred is, it will show if someone casts 
Sense Power in the same room with it. The stronger the image is, the easier it is to spot. Once someone 
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touches the item that has the image, they will need to make a Bearing test. Depending on their level of success 
(again at the narrator's discretion), they will see the image with different clarity. If all that is left is a strong 
emotion, or the image of someone's face, no matter how good of a roll they have that is all they will see. If, 
however, there is a large amount of information, and they only get the image of someone, then someone else in 
the group might be able to touch it and see if they can get more information. There is also the posiblity that 
someone could touch the item and roll low enough that they will receive no information off of it and think 
nothing is odd about the item. 


If the emotions are strong enough in the image, then there is a possibility that the characters will need to make 
a Willpower test to see if they are able to keep the image from overwhelming them. If they succeed, then they 
will get all of the information that is being relayed; if they fail, they will pass out and only remember fragments 
of the image. 
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What’s Out There 


This is a list of Web sites along with Decipher's official Web sites. We have found they supply useful Lord of the Rings game information. 


THE HALL OF FIRE WEBZINE 

http://halloffire.org 

THE HALL OF FIRE WIKI 

http://wiki.halloffire.org 

DECIPHER'S LORD OF THE RINGS RPG HOME 

http://lotrrp 2 .fanhq.com 

THE MAD IRISHMAN 

http://www.mad-irishman.net 

THE LAST ALLIANCE 

http://thelastalliance.com 

RPG TOOLS FOR DECIPHER'S CODA GAMES 

http://groups.vahoo.com/group/rpgtools/ 

ENCYCLOPEDIA OF ARDA 

http://www.glvphweb.com/arda/default.htm 

FAN MODULES FOR MIDDLE-EARTH 

http://groups.vahoo.com/group/fan-modules 

THE STEWARD AND THE KING 

http://www.stewardandking.net 

THE TOWER HILLS 

httn://homeDage. mac.com/ieremvbaker/towerhills 

SCOTT'S RPG CENTRAL 

http://www.geocities.com/scott metz/ 

TREK-RPG.NET 

http://forum.trek-rpg.net/index.php 

CHRONICLES OF THE NORTH 

http://rpg.avioc.org/ 

CODA WEBZINE REPOSITORY 

httn://grouDs.vahoo.com/groun/coda webzine 

MERP.COM 

http://www.merp.com 

OTHER MINDS MAGAZINE 

http://www.othermindsmagazine.com 

THE ONE RING.COM 

http://www.theonering.com/ 

THE ONE RING.NET 

http://www.theonering.net 




Calling All Gamers! 

Interested in submitting... 


A mini or side adventure? 
New creatures, or fell beasts? 
New Orders or Elite Orders? 


Racial / Order packages? 
NPC's? 


Weapons / equipment / magical items? 
Fan Art? 


If so, write to us for details on submission submissions@halloffire.org with 'Fan Content' in the subject line. Please include your 
name and/or pseudonym (handle/online identity) and email address(es) with which one of our editors may contact you. 


Please note that if you would like to submit a mini-adventure, Decipher will not consider it for publishing. 

Fancy yourself a writer or artist and would like to contribute to the webzine? 

If so, write to us at submissions@halloffire.org with 'Writer' in the subject line. One of the editors will get back to you with details about 

writing for THE HALL OF FIRE. 

Want to know what the submission guide lines are? 

Visit http://wiki.halloffire.org/Submission Information for the current submission guide lines. 

If you would like to post an advertisement for: 

• A local or online RPG that you are hosting 

• An RPG convention or tournament 

• Or any events pertaining to The Lord of the Rings RPG 

Write to us at ads@halloffire.org with 'Ad' in the subject line along with your advertisement. The advertisement must be less 
than 100 words and any graphic to go with it must be no more than 1' x 1'. 
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